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THANK YOU, I THINK 


OH, HES JUST DANDY-- 
‘CONSIDERING’. IT’S ONLY THIS 

WHOLE CIVILIZED WORLD 
THATS ON THE BRINK OF 


40 WHAT HAPPENED? ¥ 
WE LOSE THE BATTLE? / 


\ 
\ THE COUNT AND UNDER 
\ 4.U6NOID GUARD, AND 
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$0 WHATS THE STORY? 


(Ah SIDE LOST US THE BATTLE. 
V4 HOAG DIDN'T WANT TO LEAVE, 


BUT SAW REASON. 
EVERY SEMBLANCE OF HONOR 

AND FACE WE COULD HAVE, JOK. 
WE ATTACKED --LEAVING THE 
GAMMARAUDER ARMY WITHOUT 
A REAR GUARD. THE SLUGNOIDS 
WANT US, OF COURSE--BUT THE 

GAMMARAUDERS WANT 

US DEAD. 


ENABLED ME TO SPECIFY WHICH 
ONES BY SAYING THE LAST TWO 
HAVE LOST THEIR BORGS, WHICH 
1S TO SAY OUR BORGE, BUT I 
UNDERSTAND THE INTENT OF YouR 


WE CAN’T GIVE. ONE SPARK, 
ONE TELEPATHIC HICCUP-- 
AND WE'RE HAMBURGER. 


TV 


WE SHOULD STRIKE -- 
BUT NOT AT THE SLUGNOIP 
ARMy. IF WE MADE ARAIO 

--A DARING RAID INTO THE 
HEART OF SLUGNOIP TEARI- 
TORY, IT MIGHT SNATCH VICTORY 

FROM THE JOSS OF 

DEFEAT. 


HE HAS A POINT. OLD WARLORD SAS6IN 
WASN'T IN ON THE ASSAULT-- WHICH 
PROBABL 


TAKING Mew AGa LESSONS, 
i 
TADSWORTH ? THERE'S NO- 


BODY LEFT BACK THERE / 


BETTER GETOUT Fi 
OF THIS CAVE! Sea 


a 


THE SLUGNOIDS ARE Soa 
MOVING THEIR MOB! 
TH 


OPEN NADA, HANOLERS/ 


HEARD HIDE NOR 


I THINK WE'RE 
THAT WE CAN 
CHANCE A TRANS- 

MISSION! 


J _ DON’T WOPAY-- 
HOAG AND T HAVE 
WORKED OUT A COPE 
BASED ON THE 


yy : 
, 
7 
cS 


HEY, EVERYBODY! 


WE HAVEN’T SEEN 
HIDE NOR HAIR OF A 
A REST! 


AH, NOTHIN’ LIKE 
THE NATIONAL MOTTO 


I’M Just 
SAFE, You 


ANP I BROUGHT 
ALONG Sima 


HERE. HALLO TO RAN AND 
BENE, I AM SAYINK. 


KIZARO DESU 
KA. KONNICH/ WA, 
/ > CHUCK-SAN. 
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WE’RE GOING TO STRIKE AT THE HEART 
OF THE ENEMY: THE CASTLE OF WARLORD 
SASSIN, RULER OF THE SLUGNOIDS! 
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BESIDES THE FACT THAT WE’RE \ 
MARCHING OFF TO PO SQNETHING 
SUICIDALLY FOOLISH AND USELESS? 


AH, WELL. AT 
* LEAST NO ONE'S 
TRACKING US. 


I'M THE LOGICAL ONE TO 60, 
SINCE THIS WAS My IDEA. IF YOu 
WANT, YOU CAN WAIT OUTSIDE 

WITH THE OTHERS, NIGEL. 


YET I SHALL BE 


OF, THAT (S, IF ONE WAS 
INCLINED TO BE REMINDED-- 
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-- IT SEEMS TO BE A MuU- IT HAS POWER BEYOND BELIEF-- 
TATED NOIP--OR PERHAPS ERE! ITS 
IT IS THE CULMINATION OF THE — 


JOM! I BELIEVE WE MAY HAVE 
Ai 6A PROBLEM OF SORTS HERE THAT 
FL REQUIRES GOME SIGNIFICANT 


RICH FRUITS, $0 WHEN THE FINAL BLOW 
COMES, (T WOULD BE COMPLETE? 


WE'RE GRABBED! 
DIDN'T THINK THEY 
COULD GET THIS HIGH 
THIS QUICK! 


AOI me wiser ve 
N we ROOT OF Abt. EW whe Svante 
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A ATTENTION ALL BORGES! DROP EVERYTHING AND 
C FIRE ON MY GUIDANCE! ON MY SIGNAL! ONE, TWO-- 
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POOR BLIP/ THAT WAS PRETTY WELL 
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ILS0/ WHERE IN GRACELAND’S \E 
NAME DID YOU COME FROM? AND |} 
HOW’D YOU TEAM UP WITH 


b THE PARALYSIS --THE 
CONTROL--HAS LEFT ME! 


THE OLD MAN? 
we 


ACKNOWLEDGE, WARLORD. 
THAT WE SAVED YOUR LIFE-- 
\\ AND MORE THAN YOUR LIFE/ 


IN, 
C/V/L/ZED PRACTICE OF DECEIT, 
TREACHERY AND STEALTH/ I 
OWE YOU A GREAT DEAL! 
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Installment #4; In Which We Promise to 
Reveal the Secrets of the Gammaraud- 
ers Universe and Don’t Deliver (in 
proper comic book fashion) and Also Tie 
Up a Few Loose Ends, Like— 


Moving Around and Using Neat Things 


Major Zeb here. 

Well, if you’ve stuck with these crazy 
transmissions up ‘til now (and honest, | 
don’t know why the factoids told me to 
do this), you’re just waiting for your 
chance to implement this factoid train- 
ing program, and gain the full under- 
standing of the world of the Gamma- 
rauders. But, before you can do that, 
you'll need to pay attention to this in- 
stallment of the GETRS. So, what time is 
it? It's— 


DOODY ELVIS TIME! 
——Getting From Here to There —— 


By now, some of you have astutely 
figured out that standing up and bat- 
tling it out toe-to-toe (the way Riddley 
McMann would) isn’t always the smart- 
est thing to do. There are times when 
you want to run away—a tactical with- 
drawal, as professional bioborg han- 
diers call it. So, what do you do? 

Everyone can walk or run, although 
some go faster than others. Fortunately 
everybody walks at about the same 
speed, so there really is no need to worry 
about that. It gets important when a 
handler wants to run from one point to 
another. Your handiler’s top speed varies 
from turn to turn. To find out just how 
fast he can go, roll dice equal to your Bod 
score, then multiply the result by 10. 
This is the number of yards your char- 
acter has run. This takes about 30 
seconds of time. Sometimes the die roll 
will be very low. Obviously these are 
occasions when the handler has tripped 
or done something incredibly stupid. 
The factoids report that it happens all 
the time. 


Of course, bioborgs have much big- 
ger feet than handlers. Therefore, they 
can cover a lot more ground. Sishores 
use the same method to determine how 
far they move, but multiply the result by 
50. Bioborgs are a lot less discriminat- 
ing, too, so their movements always 
tend to be accompanied by rubble, over- 
turned flyers, and crushed buildings, i.e 


leaving total destruction in their wake. 
Tracking a bioborg is not a big problem. 


Vehicles, though small, move like bio- - 


borgs; however, these things tend not to 
trip, fall down, get confused, or wander 
off. Thus, their speeds are much more 
reliable than those of either handlers or 
bioborgs. Every vehicle has a base move 
and a number of dice to be rolled. A 
hovertank can always fly its base move 
plus the total of the dice (times 50). The 
list below gives some of the movement 
dice for common vehicles. 


Hovertank 50 + (4 dice x 50) 

Gammaijet 200 + (6 dice x 50) 
Groundcar 60 + (5 dice x 50) 

Zipsied 70 + (3 dice x 50) 


Neat Stuff 


Of course a handler and a bioborg 
aren't much good without weapons, 
defenses, and other neat stuff. 

You may have a 300-foot tall ar- 
madillo, but you ain’t nothing in Dodge 
City unless you’re packing a mega- 
spectral laser with the latest in har- 
monic overdrive. Of course, anybody in 
See et Oe ee 
phase photon screen generator to 
protect himself from all those other 
clowns with the mega-spectral lasers. 
And then, of course, you'll want a hydro- 
stabiscope cannon to cut through those 
wave-phase screens and so on, and so 
on. We of the Gamma Age have studied 
our history well and fully understand the 
importance of that great sporting event, 
the Arms Race. 

Handlers and bioborgs are going to 
need hardware. There are two ety 
types: Personal Equipment (for han 
diers) and Fittings (for bioborgs). Whilea 
bioborg might, just might, be able to use 
a piece of Personal Equipment, there is 
no way for a handler to use a Fitting, 
unless it is mounted on a tank or equally 
unportable item. 

Both types of equipment are governed 
by one basic rule: You have to make 
things up. 


Personal Equipment ——— 


While there are all types of things a 
person can use or carry, let’s face it, 
there are only two that really count. 
These are the things that make your 
character cool and the things that let 
him blow stuff up. 

Fortunately there are lots of things to 
keep your handler safe from square- 
dom. Clothing, funny haircuts, shades, 


leather jackets, Harley chains, peace 
buttons, and Ozzie and Harriet cheer- 
leading outfits can all be had. They don’t 
cost much so you can just assume your 
character has whatever he needs. Of 
course, if a handler goes through lots of 
clothes, he’d better make sure he has 
enough contracts to pay for them all. 
Handlers also like having gadgets— 
flying belts, automatic mechano-roach 
killers, phase guns, and bobbing plastic 
Orb-isons. Some of these items are 
listed below. The vast majority you will 
have to create using the rules provided. 


—tThe List of Neat and Useful Things— 


Handy-Dandy Blaster _Pisto|—Range 
300 feet, Damage 2 dice, never needs 
reloading, cost 1. 
Hi- 
Range 500 feet, Damage 4 dice, one 
shot and reload, cost 3. 

things appear 
twice as close as they really are and has 
neat little screen printouts identifying 
things, cost 2. 
Blast-o-Armor—Adds 5 points of pro- 
tection to wearer (subtract this first 
when taking damage), can be molded 


* into lots of really nifty styles, cost 2. 


To create other things, first decide 
what you want it to do. Weapons must 
be given a range and damage (number of 
dice of damage). Other equipment can 
be described as needed. Next, give it an 
exotic name. Finally, assign it a cost. 
This is the number of dice subtracted 
from the character's latest Contract in 
order to buy things. 


piece ‘of bioborg equipment is individ- 
ual. Fortunately, there are simple steps 
for creating each. 


1. Give the item a great name by com- 
bining meaningless phrases to make 
something that sounds really powerful. 
Choose one term from each of columns 
A and B, and combine these with the 


appropriate Weapon or Defense name. 
A B 
Mega— Conic 
Spectro— Plasma 
Gyro— Osmotic 
Holo— Parabolic 
Uni— Reflective 
Multi— lon 


Macro— Sonic 
Supra— Psionic 
Duo— Harmonic 
Ultra— Cellular 
Trans— Cosmic 
Micro— Chromatic 
Tri— Digital 
Contra— Axial 
Auto— Technic 
lso— Helical 
Neo— Flux 
Magneto— Magnetic 
Helio— Gravitic 
Hyper— Temporal 
DEFENSE 
Missile Shield 
Blaster Aura 
Cannon Projector 
Flamer Emitter 
Laser Screen 
Slugger Field 
Popgun Beamer 


If the item is a weapon, assign it a 
number of dice of damage (from 2 to 12) 
and a range. This range can be from 0 
(hand-to-hand) to 1000 yards. 

If the item is a defense, it confers com- 
plete immunity to one type of weapon. 
For example, a Helioflux Screen might 
protect against blasters. Attacks by 
these will do no damage. In addition, the 
defense reduces the damage done by 
other attacks by a set number of dice, 
from 1 to 6. 

All bioborg items have a Pod Use 
Number. Pod Use Numbers range from 1 
to 3. Each time the weapon is fired or a 
defense is used, a check is made (roll- 
ing a number of dice equal to the Pod 
Use Number). If the number is rolled on 
any die, one pod carried by the bioborg 
has been drained of power. 

All items have a cost. This is equal to 
the number of dice of damage or pro- 
tection plus one die roll. Thus, weapons 
cost from 3 to 18, while defenses cost 2 
to 12. 


Buying Things 


The ability of a handler to buy things is 
measured by the size of his current Con- 
tract. Small contracts are 1 to 6, good 
Contracts are 7 to 12, big Contracts are 
13 to 18, and Whoppers are 19 or more. 
Each time the handler buys something, 
this is subtracted from his current Con- 
tract number. When he hits 0, he’s 
broke (a common situation). Of course, 
the handler can’t get a new Contract 
until he fulfills his old one. 

Not surprisingly, the size of the con- 
tract also determines its difficulty or 
length of service. A Whopper contract 
could be very dangerous and short or 
very boring but long. The Keeper will 
have fun negotiating contracts with the 
players. ’ 


END TRANSMISSION 
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FORGOTTEN REALMS™ CHECKLIST 


TSR puts out a lot of products in a year, 
so much that sometimes, some of them 
can get lost in the shuffle. Here is a 
special list of just the FORGOTTEN 
REALMS products coming out in ‘89 for 
all those people who like and want to 
pick up this particular set of products. 


Novels 
Streams of Silver (February) 
Darkwell (April) 
Shadowdale (June) 
Tantras (August) 
Waterdeep (October) 
Pool of Radiance , (December) 
Modules 
Shadowdale (May) 
Tantras (July) 
Waterdeep (October) 
Curse of the Azure Bonds (April) 
Ronin Challenge (August) 
Test of the Samurai (December) 
Calendar 
Cities of Enchantment (June) 
Game Folio 
The Great Khan Game (May) 
Accessories 
Hall of Heroes (February) 
Cities of Mystery (July) 
Waterdeep Trailmap (October) 
Kara-Tur Trailmap (November) 
Bloodstone Lands (November) 
Game Book 
Knight of the Living Dead (June) 


Novels: Each of these is just a fun, high 
fantasy read. STREAMS OF SILVER is 
the second part of a trilogy which started 
with CRYSTAL SHARD (the fifst. book, 
which came out last year). DARKWELL 
is the finish of the Moonshae trilogy. 
SHADOWDALE, TANTRAS, and 
WATERDEEP are a bold new trilogy of 
fantasy novels dealing with the most 
famous places in the FORGOTTEN 
REALMS. The POOL OF RADIANCE is a 
novel based on the best-selling com- 
puter game of the same name also set in 
the FORGOTTEN REALMS. 

Modules; The modules SHADOW- 
DALE, TANTRAS, and WATERDEEP are 
a three-part series loosely based on the 
novels and set in the FORGOTTEN 
REALMS. CURSE OF THE AZURE 
BONDS is a middie level module that the 
computer game company SSI is using 
for their second AD&D® computer 
game. RONIN CHALLENGE and TEST 
OF THE SAMURAI are two oriental 


modules set in the KARA-TUR cam- 
paign world. 

Each of these modules is a set adven- 
ture with a beginning, middle, and end. 
They are made to be played in 30 to 60 
hours. 


Calendar: The CITIES OF ENCHANT- 
MENT calendar uses 14 pieces of art 
from FORGOTTEN REALMS products. 
Each piece is presented without any of 
the copy that covers a module or box 
cover. They are perfect for framing anda 
great gift for those who like the TSR 
style of fantasy art. 

Game Folio: The GREAT KHAN GAME is 
a fun boardgame by Tom Wham. In this 
game 2 to 6 players strive for rulership 
of the Whamish Isles. The game plays 
differently every time and is bound to 
appeal to the wargamer, role player, and 
more normal game player. 
Accessories: Each FORGOTTEN 
REALMS accessory is designed to help 
the player or referee in enjoying their 
game. Each one acts as an idea 
generator. Players read these acces- 
sories to pick up ideas on how best to 
role-play their characters. Referees use 
these same accessories to provide new 
surprises for their friends in the 
referee's campaign worlds. 

HALL OF HEROES deals with many of 
the most important good and evil char- 
acters found in the realms. Listed are all 
of the characters’ abilities and histories. 
Also listed are ideas for further adven- 
tures with these characters. 

CITIES OF MYSTERY is a highly use- 
ful tool for any referee. It provides fold- 
up buildings that can be turned into 
fantasy 3D cities for use while gaming. 
This reference work also has informa- 
tion on creating cities in the FORGOT- 
TEN REALMS. 

The WATERDEEP TRAILMAP pro- 
vides a colorful look at the largest city in 
the realms. With this map any player 
can easily find his way around the city. 

The KARA-TUR trailmap deals with 
some of the most traveled areas in this 
oriental campaign world. 

The BLOODSTONE LANDS com- 
pletely details all of the regions made 
famous by the popular H series of 
modules. These Bloodstone Lands are 
notorious for their danger and magical 
nature. 

Game Book: The KNIGHT OF THE 
LIVING DEAD is a CATACOMB™ adven- 
ture based in the city of Waterdeep. 
Catacomb adventures are for those who 
like to play solo adventures without the 
use of a referee. 

Jim Ward 


